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INTRODUCTION 
In 1969 I wrote a multiple-storyline book star- 

ring “you, the reader. It was the model for THE 
CAVE OF TIME, the first book in the CHOOSE 
YOUR OWN ADVENTURE® series. Since then, 
CHOOSE YOUR OWN ADVENTURE books and 
others following the same format have become 
very popular. 
Many readers have asked me how these books 

are written. Since I’m not able to reply to every- 
one, I decided I'd write a booklet explaining my 
method. Ray Montgomery, who has now written 
as many Choose Your Own Adventure books as I 
have, has joined with me in this endeavor. 

Ean: 5 Bee 
During the late 1960’s I designed and wrote 

role-playing educational simulation games. They 
enabled me to watch involvement and decision- 
making—both powerful motivating tools—in 
groups ranging from seventh graders struggling 
with the problems of being state legislators to 
Peace Corps staff members playing volunteers in 
Third World countries. 
Years later, when I owned a small press in 

Northern Vermont, Ed Packard sent me a manu- 
script. When I read it, I realized what it was: a 
role-playing simulation in book form. I published 
that book, which was called THE ADVEN- 
TURES OF YOU ON SUGARCANE ISLAND. It 
was to be the prototype for the CHOOSE YOUR 
OWN ADVENTURE series. 
From then on Ed and I have been writing books 

for CHOOSE YOUR OWN ADVENTURE. 
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To write your book, decide what you would most 
like to be and then try to imagine, as clearly as 
you can, what you would be like. How would you 
react to danger? Whom would you pick to accom- 
pany you on your adventure? If you needed to 
outsmart an enemy, how would you do it? Decid- 
ing the answers to questions like these will help 
you to create a believable main character. 

STEP FOUR. What kind of setting will 
your adventure have? Will your story take 
place on a desert island, in ancient Rome, in a 
jungle, on a distant planet, or even in your own 
hometown? In what time will it take place—the 
present, the future, or the past? Your setting will 
be decided partly by the type of story you write 
and partly by your own imagination. 

STEP FIVE. What will be the main goal or 
challenge in your book? Every CHOOSE 
YOUR OWN ADVENTURE story has a goal. For 
example, “you” must win a car race in THE RACE 
FOREVER, and “you” must solve a mystery in 
WHO KILLED HARLOWE THROMBEY? In 
your book, “you” might have to escape from a 
place where you're trapped, fight an alien 
invader, find a hidden treasure, or remove a curse 
from an ancient mansion. 
Whatever the goal, the star of your story should 

have one main problem to deal with. Smaller 
problems may crop up—and they may even take 
the star entirely away from the main challenge— 
but the center of your story should be that one 
main problem. 

STEP SIX. What will be the various plots in 
your story? Once you've decided on what type of 
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story yours will be, who the main character will 
be, where the story will take place, and what the 
central problem will be, you’re ready to start 
planning the book’s adventures. Make a list of 
things that might happen to the star of your story, 
and the choices he or she might make. Think 
about books you've read, especially the ones you 
liked best. What was it about them that made 
them exciting for you? Thinking about that will 
help you decide what will make your book excit- 
ing. 
Remember that a multiple-storyline book con- 

tains several books in one, so you should try to 
think of as many exciting adventures as possible. 
For the same reason, you should also remember 
to think of as many different endings as possible. 
Some endings can be good and some bad—but 
there should be a wide variety. 
When you're planning your story’s plots, it 

might be helpful to write down all your ideas, 
large and small. Even if some of them don’t seem 
immediately helpful at the time, they may sug- 
gest new thoughts and inspirations when you 
begin writing. Some may become adventures; 
some may become endings; and some may just 
become brief descriptions. But at this stage, any 
idea that occurs to you may be useful later. 

STEP SEVEN. What kinds of choices will 
appear in your book? Choices are one of the 
most important parts of a multiple-storyline 
book, and you should try to make them as inter- 
esting as possible. Try to offer a good balance of 
choices about which way to go and choices about 
what to do, and try as well to give the reader a 
good reason for picking each choice. For example, 
your main character might have to choose 
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As youcan see, your outline will show not only 
the order of each storyline’s pages, but also a brief 
description of each adventure as it progresses. 
When you've finished, your outline—or flowchart 
—will look something like the one attached. [See 
Sample B.] In this second example we've left off 
the words so that you can see more clearly what a 
finished flowchart looks like. Your own outline 
may be shorter or longer, and may have more or 
fewer endings, but it will look roughly like this 
sample. 

Sometimes you may want to have two story- 
lines arrive at a single page in the book. In YOU 
ARE A SHARK, for example, two different story- 
lines may bring the reader to the page in which 
“you” become an octopus. This is called a “loop,” 
and it should be shown on the outline. You can use 
a circle around the page number to show that the 
reader is directed to a page which is already noted 
on another part of the flowchart. Here’s how that 
would look: [See Sample C] 

Or you can connect the overlapping story 
branches with a dotted line, as below: [See Sam- 
ple D] 

If you use a loop, it’s very important to make 
sure that everything that follows is consistent 
with both storylines. For instance, if “you” 
crossed a bridge across a river in one adventure, 
you must not say elsewhere that there is no 
bridge across the river! “Looping” storylines must 
agree with one another. 

Ill. POINTERS FOR WRITING 

Once you’ve outlined your story, you are ready 
to begin writing. With the outline you've created 
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the “bare bones” of your story; now you must fill 
in all the details. Here are some things to keep in 
mind while you're writing. 

1) Before you get started, take the time to 
study your outline and think about your 
story. Imagine that you're describing it to some- 
one. You’ve already picked the goal; now think 
about the conflicts and challenges the star of your 
story will face. Think, too, about what you con- 
sider to be the most important part of the story 
youre going to tell. This will help you to focus 
your attention as you write. Don’t worry about 
writing out of order at this stage—just try to 
concentrate on what's most important to you 
about the story. 

2) Think about the other characters who 
will appear in your story. How many “good 
guys” do you want, and how many villains? 
Should the main character have a friend to help 
out with the adventure? Though these other char- 
acters should never steal the show from the main 
character, they should be believable and interest- 
ing—and any “secondary character” you use 
should have a good reason for being in the story. 

3) Make sure to give your story enough 
detail. Little touches are just as important as 
exciting adventures, because they enrich your 
story. Give details about your characters so that 
they will seem like real, interesting people to 
your readers. In THE MYSTERY OF URA 
SENKE, for example, the evil Mrs. Oda has a pet 
piranha. 
Give details about the places where the action 

occurs so that they will seem like real places. 
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Here, you may find that it’s helpful to do some 
research—either through books or through 
remembering actual experiences of your own. 
THE ABOMINABLE SNOWMAN was inspired 
by a visit to Nepal, and the actual writing was 
accompanied by a great deal of information about 
Nepal and about Buddhism. This research about 
both the country and the religion helped to make 
the book more informative and interesting. In 
addition to making your book more believable, 
research may also suggest new ideas for adven- 
tures. (Make sure that your research doesn’t end 
up making the story sound like a textbook, 
though!) 

4) Read each storyline through after you’re 
finished with your manuscript. This will 
mean reading the book’s opening pages many, 
times! But it’s the best way to make sure that 
each story flows and that all your adventures are 
exciting. (Check off each manuscript page as you 
read, to make sure that each page is numbered 
correctly and that each page is turned to at 
least once.) 

5) Though you should plan ahead, dont 
feel bound to your plan. You're sure to get new 
ideas as you write, and you can change your 
outline as you go along. 

6) Try to pick a title that’s both descriptive 
and original. Your title should convey in as few 
words as possible what your story is about, and it 
should be as “punchy” as possible. For example, 
the title VAMPIRE EXPRESS tells us that the 
story is about vampires and a train—and it tells 
us that in a dramatic, exciting phrase that’s easy 
to remember. 
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7) Revise your book—and keep revising it 
until it’s as good as you can get it. Ask others 
to read and criticize it; then revise it some more. 
Revision may sometimes seem less interesting 
than writing your first draft, but it is one of the 
most important steps you can take in making 
your book good. 

8) Put your book away for a week after you 
have finished reading it. Then read it one final 
time. You'll probably see ways to improve the 
story after you’ve been away from it for a while. 



Iv. A FINAL WorD 

You're probably writing this book just for fun. 
But if you think you're ready to get it published, 
here are a few things you should know. 
Your work is protected by law as soon as you 

write it. No one can copy it without your permis- 
sion. If you want to make sure that you can 
enforce your rights, you can obtain copyright 
information for your book; write to the Library of 
Congress in Washington, D.C. to find out how. 

If you want to send your book to a publisher, it 
should be typed and double-spaced, with one-inch 
margins on all sides. When you mail it, you 
should include a self-addressed stamped envelope 
with adequate postage so that it can be mailed 
back to you. Make sure you keep a copy of your 
manuscript when you send it out! 
Of course, the publication of a book is not a 

measure of its success. The most important thing 
to remember is that the writing should be fun for 
you, and that all writing experience is valuable. 
Writing is a lifetime profession, and your success 
as a writer will depend on practice and diligence 
as much as on inspiration and creativity. If you’ve 
had fun writing it—and if it’s helped you to learn 
something about being a writer—your book will 
be a success. 
Have fun choosing your own writing adven- 

ture! 



SUBMISSION RULES 
FOR THE 

CHOOSE YOUR OWN 
ADVENTURE® 

WRITING CONTEST 

1) Enter by sending a completed manuscript 
between November 1, 1985 and March 31, 1986 
to: 

Bantam Books 
CHOOSE YOUR OWN 
ADVENTURE® Writing Contest 
Department AH 
666 Fifth Ave. 
New York, NY 10103 

No purchase is necessary to enter. 
2) The winner will receive a prize of $5,000. and will 

have the winning manuscript published by Ban- 
tam Books. 

3) Minimum length for manuscripts (exclusive of 
“turn-to” directions) is 8,000 words. Maximum 
length should be no longer than 12,000 words. 
Manuscripts must be no shorter than 60 pages 
and no longer than 90 pages. All entries must be 
typed on one side of the page only (8'/2" x 11”) and 
must be double-spaced, with one-inch margins on 
all sides. 

4) To be eligible to enter the contest the author must 
be eighteen years old or under as of December 31, 
1985; and must have written the manuscript on 
his/her own. Please include the author’s name, 
address, telephone number and date of birth with 
the submission. 

5) Entrants may not submit art with their manu- 
scripts. Bantam Books reserves the right to 
choose its own artist to illustrate the winning 
manuscript. 



6) The winning manuscript will be selected by the 
editors of Bantam Books and the creators of the 
Choose Your Own Adventure® series. The deci- 
sion of the judges will be final. 

7) Bantam Books reserves the right to make any 
editing changes necessary in the winning manu- 
script. 

8) The winner will be required to supply proof of age 
anda release tobe signed by a parent or guard- 
ian before the final selection is announced. 

9) The receipt of manuscripts will not be acknowl- 
edged unless a self-addressed stamped postcard is 
included with the submission. To be informed of 
the contest winning manuscript, please include 
an additional self-addressed postcard. 

10) Be sure to keep a copy of the submitted manu- 
script. Manuscripts will not be returned by Ban- 
tam Books. 

11) The published winning manuscript will be copy- 
righted in the name of Bantam Books. 

12) By entering, entrants agree to the use of, without 
charge, their name, address, and likeness for pub- 
licity purposes. Bantam Books, Inc. is not respon- 
sible for entries lost, misdirected, or delayed in 
the mail. 

13) Employees of Bantam Books, Inc. including sub- 
sidiaries and affiliates and their immediate fami- 
lies are ineligible to enter. This contest is void 
where prohibited by law. Not available to resi- 
dents of Quebec. All Federal, State and Local 
regulations apply. 



Now that you’ve read Ed 

and Ray's advice, why don’t 

you try to write your own 

CHOOSE YOUR OWN AD- 

VENTURE’? You could win 

$5,000 and become a pub- 

lished author! 
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